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–– Leaders in the graphics industry are starting to Leaders in the graphics industry are starting to 
recognize some of these “nonrecognize some of these “non--traditional” forms traditional” forms 
of 3D graphics as artof 3D graphics as art

–– nVidia nVidia and theand the machanima machanima initiativeinitiative
–– http://www.http://www.machinimamachinima.org.org
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–– Which is part of the charter of the D.O.GWhich is part of the charter of the D.O.G
–– This will be the second year the D.O.G. has This will be the second year the D.O.G. has 

dialoged the SIGGRAPH community with the dialoged the SIGGRAPH community with the 
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